This investigation examines pacing during intermittent team sports. Sixteen junior Rugby League players participated in eight different small-sided offside touch games. All games were 24 min, but bout durations differed in continuous (1 × 24 min) or repeated (2 × 12, 3 × 8, 4 × 6, 6 × 4, 8 × 3, 12 × 2 or 24 × 1 min) formats. Repeat bouts were interspersed by 2 min of passive rest, and participants were informed of the bout duration immediately prior to the game. Heart rates, ratings of perceived exertion and data gathered from global positioning system devices were used to investigate the pacing strategies employed within each game. No significant (P > 0.05) between-game differences were observed in total distance; however, during the 1-min bouts, high-speed movement was significantly (P < 0.05) increased, during the first and second quarters of the 24 × 1-min game compared to all other formats (effect size range: 0.75 ± 0.61-1.38 ± 0.47). Furthermore, the rate of decline in high-speed movement over-time was greatest during the 24 × 1-min game with large differences observed between the first and third quarters (effect size: 0.90 ± 0.58). Greater moderate-speed (effect size range: 0.62 ± 0.63-1.56 ± 0.40) and less low-speed (effect size range: 0.69 ± 0.62-1.54 ± 0.40) distances were also observed during the 1-min bouts, yet heart rates were higher during the continuous 1 × 24-min game. Pacing strategies during intermittent activities are influenced by the number and duration of exercise bouts. Practitioners should consider within-game bout durations when prescribing gamebased activities to improve aerobic capacity. 
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Our current knowledge of pacing has been primarily derived from continuous effort 6 exercise, and it is known that the pacing strategy can be moderated given feedback, Notably, Billaut and colleagues observed greater power output and increased 13 electromyographic activity when participants believed that trials involved a lower 14 number of repeated sprint activities. In contrast, power output and muscle activation 15 was lower when participants were given no information regarding the number of progressive decline in physical effort may be representative of accumulated fatigue, 1 or alternatively a subconscious pacing strategy that reflects an individual's fitness to 2 ensure systems failure does not occur prior to the end of a game (Edwards and
Noakes, 2009). In respect to known pacing strategies, the decline in running speed 4 may also be comparable to that observed during longer distance endurance events 5 where it is favourable to employ an initial all-out strategy at the start of a race, 6 followed by more constant pacing (van Ingen Schenau, De Koning, and De Groot, 7 1992). However, the intermittent and unpredictable nature of team sports leads to 8 variability in match running performance such that comparisons to continuous 9 exercise modalities are difficult to ascertain.
11
Evidence of pacing in team sport may be present from time-motion analysis 12 indicating a significant reduction in high intensity movement following intense 13 periods of high intensity effort (Bradley and Noakes, 2013) . Indeed indications of 14 varied pacing strategies may be observed in team sport suggesting winning teams 15 may regulate their efforts allowing for an end-spurt of high intensity activity (Black 16 and Gabbett, 2013). However, it is difficult to attribute variations in high intensity run was repeated at the end of the study, so that any training effects could be 7 considered. 
13
The reliability of data collected via GPS is significantly improved when using a 10
14
Hz system, which is of particular importance when analysing shorter sprint distances and very high (>90%) relative to maximum heart rate. Ratings of perceived exertion
22
(RPE), using a 15 point Borg Scale were recorded at the end of each bout when 23 participants were asked, "how hard did you feel the exercise was?". Thus a single RPE (after 24 minutes) was provided for the 1 × 24 minute game. The average distance in each quarter relative to peak speed is displayed in Figure 1 .
9 Table 1 highlights the within-game between-bout effect size (±90% confidence 10 intervals) where significant differences were observed. Within game differences 11 between-bouts were observed during the 1 × 24, 2 × 12, 4 ×6 and 24 ×1 minute 12 games ( Table 1 ). The total distance covered during the 24 minute period of game-
13
play was similar between formats; however a number of differences were observed 14 between-bouts across the eight game formats ( Table 2) . Analysis of the distance Low-, moderate-and high-acceleration distances across the four quarters are 8 displayed in Figure 2 and the effect size (±90% confidence intervals) for within-9 game between-bout differences in The number of high-speed efforts performed also differed across the four quarters of The average heart rate within each quarter of the eight games is presented in at 75-85% of maximal heart rate was observed during the 24 × 1 and 2 × 12 minute 5 game. No significant within-game differences were observed at 85-90% and >90%
6
of maximal heart rate. The average rating of perceived exertion recorded was highest 7 during the 1 × 24 minute game, and increased over time in all games. The increased distances at moderate, high and very high-speeds during games of It has been proposed that a rating of perceived exertion may reflect the available fuel 13 sources during exercise and may be used to assist athletes select the most appropriate 14 pacing strategy (Tucker, 2009 
